: Game-dependent morphotype options of A. fumigatus.
A. fumigatus strategy/morphotype permitted morphotype (yes/no) resting (R) swollen (S) hyphal (H) dead (D) Game I: complement system  yes  yes  no  no  Game II: AM  yes  yes  yes  yes  Game III: PMN  yes  yes  yes  yes Possible strategies for fungal cells in the three different games. In Game I only resting and swollen conidia occur, while in Game II and Game III all four strategies are possible. Figure S1 : Simulation algorithm of each evolutionary game. Schematic overview of the simulation algorithm as applied for each evolutionary games on the fungal interaction graphs in alveolar sacs. Iterations over evolutionary steps t evo include the computation of payoffs per fungus and microscopic strategy updates based on the concepts of mutation and adaptation. The number of fungal cells for which simulations are performed in the alveolar sac is denoted by n fc . Figure S2 : Dependence of mutual information on the bin size. Mutual information for the parameters of (a) Game II and (b) Game III as a function of the bin size of the infection score. 
The mutual information (MI) as a function of the infection score (IS) was computed for bin size 0.01 and for each of the games parameters. E R , E S , E H describe the nutrient contributions for resting, swollen and hyphal fungal cells, respectively. µ R , µ S and γ R , γ S are fractions of response variables for the encounter of resting and swollen conidia and hyphae by either AM or PMN. Bold numbers denote the most relevant parameters of the respective evolutionary game, which are the AM activity α AM in Game II and both PMN activity α PMN and PMN recruitment ρ PMN in Game III.
